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Welcome to the Rave 


‘Well, here we are at your disposal, thanks to the help of Sega Sages. 
So what are we, you ask? We are the beginning of something truly new to 
the video game magazine world. We are the one thing that no professional 
magazine can touch; We’re truthful. 

“Truthful?” Yep. It’s been 8 long years since I started reading video 
game magazines, and after 8 years, they have left a bad taste. From 
GamePro’s childishness, GameFan’s lateness, Next Generation’s biased non 
2D opinion and blah reviews, to EGM’s way-biased “Top 100” list. 

Game Rave isn’t out there to try and be hip, we don’t claim to be 
”The #1 Authority” in an industry based entirely on opinion. We make one 
claim and one claim only. We have the dead honest truth in reviews, and a 
staff that consists of game players, not white shirts. And at the moment, the 
truth is something the industry needs badly. 

Now, as the editor in chief, I can understand how some might feel 
about this bold statement coming from a ‘fanzine’. And I'll be honest; 
that’s a big thing to say, and we’re willing to stand by it. If you do stick with 
Game Rave after this trial issue, you'll see the difference between us and the 
pro’ mags. 

So what about our magazine? What makes us so special? Well, we 
were the first with a Bloody Roar, Dragon Ball GT, Time Crisis (PS), and_X- 
Men Vs Street Fighter (SS) review. In fact, we beat Ultra Game Player’s 
Time Crisis review by about two months, and when their review came out, it 
sounded a lot like ours (but we won’t say anything past that). We have a 
section called “Ranting and Raving”, which let’s us vent or rejoice about 
something in the industry. The “Closer Look” last issue took a look at the 
US Saturn, and how Sega USA crippled themselves. Plus all the other great 
sections. | 

And we are in the middle of a huge expansion. Between acquiring 
our new codes section (again thanks to Sega Sages), we are also setting up 
new web sites for your net surfing pleasure. There’s also the new Subscrip- 
tion service, which starts this month. 

We will soon be having a “Reader Review” section as well, because 
game players need more space then just the Letters Section. 

1998 will be a big year for us, and we want to make sure you’re right 
there with us. So take a free i issue, look it over, and pass it on to a friend. If 
you like what you saw, sign up for a subscription. You won’t be disap- 
pointed. 

Thanks for your time, and enjoy the convention. 


Leading the Rave, 


Jason Dvorak 
Editor in Chief 


A Tricky Team Up 


Game Rave has just formed a partnership 
with Sega Sages, the Internet’s largest site for 
tips, codes, tricks, and passwords. The team up 
will bring a new code section to Game Rave, 
called Sage Advice. Starting next issue, Sage 
Advice will be a dedicated 2 page section featur- 
ing the latest codes and passwords that appear on 
the Sega Sages web-site, which is updated daily. 
This will also help Game Rave with reviews, and 
get the magazine out to the public. 


Sega Sages is an extensive web site, and it 


features nearly every system. From Playstation, 
N64, and Saturn, to NES, Master System, even 
Game.Con and PC games. The site contains 

1000’s of codes, and averages roughly 300,000 


hits a month. They are part of the Imagine Games 


Network, which is connected with other gaming 


What does Konami °C’? 


eet a SS RE RTE 


Konami sent us 
these pics 
straight from 
Japan of their 
newest game in 
development. 
Known only as 
C, it is set up in 
the same 
fashion as 
Contra, but 
we're not 
saying any- 
thing. 

C Is due out in 
March for 
Playstation. 


sites on the Web. 

Sega Sages originally started as a pure Sega 
devoted site (hence the name), but has expanded 
greatly in it’s four years of being on the web. They 


ecrets of the | 


SEGA SAGES 


also contain a vast amount of links and other cool 
game related information. 

In the months to come, the team up will be 
expanded upon, and be beneficial to both sides, and 
most importantly, the gamer. 


Sega Sages is located at www.segasages.com. 


Saturn Starts the Plunge 


As mentioned in Game Rave New Volume | 
#1, Saturn has begun it’s slow flight into that big 
bargain bin in the sky. 

Major retailors Wal-Mart, Target, and Sears 
Fun-Tronics have all begun liquidation of their 
Saturn stock. Targets Saturn section looked like a 
horror flick, with bare shelfs, and major mark 
downs (just released games were about $26). 

What does this mean? Two things: 1) That 
gamers can get great deals on some great games, 
but will then left out in the cold. And 2) Local 
stores, like Microplay, and mall stores will left to 
support the Saturn with Rentals and used games. 

There are some awesome imports for the 
system still, and those that can play them still have | 
to look forward to Vampire Savior, Grandia, 
Panzeer Dragoon Saga, and mote. 

Sega is currently working on their next 
system, but no set plans have been scheduled. 


ARCADE REVIEW — 


_BIOFREA. KS. 


‘Ninténdo 64 Review 


Cham eleon Twist 


‘Oh my goodness, it’s 3D Time Killers” 

After the tramatizing time machine incident with War Gods,our 
undercover agents here at Game Rave hade secretly planted a “bug’ inside the 
boardroom of Midway Entertainment to avoid any more personal staff injuries. 
They're currenily discussing plans of developing a new fighting game named 
B.1.0.F.R.E.A.K.S. Let's listen in shall we? 

Game Designer: “Sir, | have a good idea. Do you remember some 
years ago a little game by the name of Time Killers? You know, the cheesy fighting 
game that wasn’t popular at all, had absolutely NO play control, and you could 
sever an opponents limbs in mid fight. Yeah, that one. Well, | was thinking. 
Seeing how War Gods was so <ahem> “popular’ and we don't want to make a 
War Gods 2, although we probably will anyway, | figured why don’t we combine 
the two and make the computer Al so cheap that people will be so determined to 
beat it that they keep pumping money into it just like War Gods! So, what do you 
think?’ 

CEO: ‘That's brilliant! Get on it right away!” 

Designer: “Already done sir! The game is finished and ready to be 
shipped to arcades across the country. All we needed was your approval.” 

CEO: “Good man! Of course you and everybody else will be given 
the usual payment of twinkies and copies of Cruis'n USA. And as a bonus, I'm 
throwing in MK Mythologies! Lord knows we have enough copies! 

And there you have it ladies and gentlemen. More gaming originality 
from the minds at Midway! 

B.LO.ER.E.A.K.S. , as you know, is a futuristic, one-on-one fighter 
that consists of about 10 characters who are ail well...freaks! They're either 
cyborgs, half human/half machine, or just plain psychos. The characters are quite 
colorful to say the least. 

The button configuration is almost completely pulled straight from 
Tekken because it has that left punch, right punch, left kick, right kick set up. 
There’s also a thrust button on the joystick which is used to maneuver yourself out 
of a sticky situation. The thrust is of course limited and a thrust meter does appear 
to let you know when it overheats. However, it’s pretty useless because even if 
you thrust away from the computer, it will hunt you down like the dog you are! 
Also, there’s a “Shield” button. Another word for block. (MK anyone?) Now here 
is the kicker about the shield. Like the thrust, the shield is limited and also has a 
meter to let you know when it will run out. This sounds fair enough until you 
realize that when you hold down that button and the shield runs out, it instantly 
refills. So what that means is that your character is invincible! Not to mention that 
you can even attack WITH THE SHIELDS UP!!! AMI THe ONLY ONE TASTING 


Right now you're probably thinking “how can this game get any 
worse?” Well, I'll tell you. Mid-fight fatalities. No, it's not a typo. You can literally 
end a match with one move. Sure it's obvious when you execute the move, but it's 
just the fact that it can be done just like (dare | say it) Time Killers!! | can feel my 
stomach constricting right now! And that’s not even what really gets the bowels 
moving! Let's say it’s round one and the first thing you do is the torso cut and it 
successfully connects. (by the way, the fatals are printed on the machine) OK, the 
legs dance around for a minute and fall over. You would think that person is done 
for and you should go to the next stage right? | don’t think so. Why did the 
announcer say “Round 2”? Did | miss something? | just cut this guy in half, WHAT 
DO YOU MEAN “ROUND 2”’77 At this point, just let go of the controller and let the 
computer do one of its many billion hit combos that you can't block. 

| will give the game one thing; it does have some beautiful graphics 
and sound, but that's it. This game is for looks only. Play this game only if you're 
down to your last two tokens and Tekken 3 and Marvel vs. SF are crowded and 
you really don’t care what you do with those two tokens. In other words, play this 
as a lest resort. Trust me! 


BIOFREAKS Graphics 88% 
Midway Sound/Music 88% 
1-2 Players Control/Gameplay 70% | 
Arcade Only Overall Review 82% 
Available Soon on N64 

and Playstation Ghost 


“Don’t stick your tongue out at me!!” 

Your reason for traveling through the game is to find the white 
rabbit who led you down the rainbow covered pot. There are four 
different characters you can choose from to find the crazy rabbit. 
Basically You have Davey, Linda, Fred or Jack at your disposal to 
complete your task, and they all pretty much work the same. You 
navigate through 6 different levels which each have there own 
distinct characteristics; Jungle Land, Ant Land, Bomb Land, Desert 
Castle, Kids Land and Ghost Castle. Each level requires you to use 
different techniques in order to complete them, which get more 
complicated as you go on. 

In addition to the adventure one player game it also has a cool 
multi-player game. You can have up to 4 chameleons battle it out on 
8 different boards. Two game types with 4 boards each include 
Battle Royal and Time Trial. Battle Royal is basically last man (or 
chameleon) on the platform wins, this is challenging since the 
platform is floating in space and if you fall off, your done. Time Trial 
on the other hand is set on a platform in a room, so if you fall off, 
you can jump back on. Winner 
& of the Time Trial is the player 
who is on the platform the 
longest. I found both to be fun 
and sort of reminded me of Poy © 
s Poy for the Playstation, since 
they are set on platforms and 
you can throw or shoot things 
at the other players. 

For all the short comings and 


things I would have done differently I really enjoyed this game. All 
of the frustrating items and tricky moves you need to complete are 
actually addicting. I found myself many times getting really angry at 
the game for being difficult and then picking it up again and com- 
pleting the board. In a way, I guess that’s what makes a great game, 
one that is just difficult enough that you have to beat it and come 
back again and again until you do. 

RECAP: Overall, this is a fun action game in the same style as 
Mario 64. But it is not put together as smoothly as Mario and has a 
few camera problems that you must deal with and may prove 
frustrating at times. I think it would make a great addition to your 
current N64 library for it’s fun cartoony feel and the 4 player 
portion. In my opinion you can never have enough 4 player games 
when friends come over for all night gaming. 


Chameleon Twist Graphics: 90% 
Sunsoft Sound/ Music 85% 
1 Player Quest Control/Gameplay 91% 
4 Player Battle Overall Review 90% 
Rumble Pak Compatible 

The Collector 


eee 


Import Saturn Reviev 


Fatal PAE: Real Bout Special oo 


Import Pla spiel Review 


my firioned Core: | | 


“Again, See Men Return’’ 


Fatal Fury has been one of SNK’s most popular series, next to King 
of Fighters and Samurai Shodown. Fatal Fury Special is still one of the more 
popular older titles, and the series has several anime based movies about it. After 
a lacking 3, and the pretty cool Real Bout, Real Bout Special seems to show the 
wear of a series that has stretched 7 years (7 years?! I feel a gray hair coming...) 

Now, that may seem like a dismal opening, but in all honesty, I like 
the game a lot. SNK has really gone the extra length to give the series that anime 
look. Krauser and Franco Bash are HUGE, and the landscapes seem more 
colorful and fictional, then the realistic settings of FFS and RB. New animations 
have been added, like the return of Terry’s ‘real’ Power Wave, from the original 
FF, instead of the Rep pu ken looking one of FF 2 on. Krauser’s Fatal 1s now the 
one from the FF2 anime, where he spins around ala Tung Fu Ru and causes a 
massive Tornado spin, causing an average 17hit Rush and like, 50% damage. 
Mai has finally been given a...um...’ humble’ make over, and isn’t as..um...’Over 
exposed’ as she was in the KoF series. I like this Mai the best, for this and 
because of some of her newer moves. 

The music has some really nice remixes of old favorites, like Cheng’s 
and Billy’s stage music. The Saturn voices are actually good this time around, 
though still not as up to par with XvsSF's. Speaking of music, there’s a neat 
bonus at the end of the game. Once the credits are through, the game loads up the 
“RBS Sound System”, and a Blue Mary music video comes up! Now, granted, 
it’s not really that animated, and she is singing in Japanese, but damn, that’s one 
of the coolest sounding Blues songs I’ve ever heard, and hey, it’s Blue Mary, so I 
ain’t complaining... 

The control is very good, and it does respond most of the time, but 
here is where I must take up my soap box and protest SNK. Fatal Fury Real 
Bout introduced a new controller set-up, that, in my opinion, is so out of whack 
that it needs to be changed as soon as possible. Rather then make the game 6 
button orientated (like Samurai Shodown), they instead hacked it so that there is 
one punch, one kick, a special button, and a line change button. This just takes 


all the fun of setting up for Weak to Strong 2-1’s,.and removes the variable speed 
fireballs. It also dumbs down the combo system, which just irks me to high heaven. 
SNK, for the love of all that is SNK, get back to the 6 button layout. Please! 

I have never played the Neo Geo version, so I can’t really give a side by 
side comparison. As a stand alone game, Real Bout Special is one of those ‘love it 
or hate it’ fighters. Unfortunately, I love the series and the game, but hate the 
control set up. If you’re into 2D fighters, and XvsSF is not your liking, try RBS. It’s 
a hell of a lot better the Fatal Fury 3, but it just doesn’t have that ‘oomph’ that Real 
Bout had. 


Recap: Fatal Fury is beginning to show it’s age, but a solid game and 
nice anime-ish graphics in RBS keep it fresh. Hey, did anyone notice this was 
named after a buildi. . in another SNK fighting game? See if you can find the 
building and the game! 

NOTE! You must have a modified Saturn, Pro Action Replay 4 in i 
, or Japanese Saturn to play RBS! You CAN NOT do a swap trick with the 
Ram Cart and a Converter! 


Real Bout Special 

SNK 

1-2 Players 

1 Meg Ram Card Required. 

4 Meg Compatible (One meg only 


Graphics: 89% 
Sound/Music: 85% 
Control/Gameplay: _ 80% 


Overall Review: 85% DangerBoy 


Returning to the Core: A Follow Up to Armored Core 


Welcome back to the world of mechs! Project Phantasma is the 
sequel/upgrade to the unbelievably good Armored Core that proves yet again 
there are some mighty talented small developers out here. PP. takes mostly 
everything fans loved about the first and trumps it all. Graphics? A lot more 
detailed in the important areas: Mech designs (both friend and foe), outside areas 
are a lot more varied. A.J. Balance? Those Star Wars rejects with the dead-eye 
aim are gone! Rejoice! Plus a few less cheap hits. Control? Thankfully, the 
response lag on the movement has been shortened. Variety? It’s in there. From 
missions that have you rescuing comrades to transport interception, the overall 
mission package is as widely varied as the first one. What about new parts for the 
mechs? PP. comes to the table adequately equipped with new components in 
every category. And a new ‘VS Computer’ Mode in which to battle for most of 
them. And of course the music (if not the sound effects, sigh) receives a powerful 
dose of techno-industrial. While not for everyone, it does match the action 
accordingly. An impressive package indeed. Yet not without it’s flaws, however. 

As much as | enjoyed the original, PP. seems to have faired through 


an exhaustive playtest as the former. 

Some levels are burdened with slowdown (especialiy the new half- 
screen 2-Player mode) that truly distract from the enjoyment of p!-ving. 1 know 
longitivity had to be a question someone at least thought about. en with me 
stumbling through an occasional level 2-3 times before I figured out the objective, I 
had a sortie count of 21 at the end of the game. That kind of irked me considering 
AC is all about the missions (also consider that the original had 46 missions). 

Also, what is soon to be known as a From Software trademark, 
intimidatingly hard, ego crushing, hack happy, aggravatingly cheap last levels. 
Trust me, you will hurl your PSX pad at mind-blinding speeds at the wall over the 
following: The final battle with a previous antagonist who went home and opened a 
CASE of whup-ass and is gleefully blasting you into Raven-heaven. The disturbing 
glitch in where the computer can take any single-shot gun and incapacitate you. 
Repeatedly, over and over, death is your only savior. 

It all sums up like this: From Software will forever be known as the 
developers who jump-started a mediocre genre, showing everyone how mech- 
combat should be done. But this sophomore effort, while definitely better then most 
other mech sims, falls a bit short of the glory of the freshman Armored Core. This 
one is for mech-fiends only. 


Armored Core: Project Phantasma 
1 Player Quest . 


2 Player Vs 
Graphics: 90% 
Sound/Music: 85% 


Control/Gameplay: _ 80% : 
Overall Review: 80% Darkness 


_ADVICE | 


By Request: 
Kenneth Taylor of 
Joliet, IL was looking 
for GAME SHARK 
CODES! 


PLAYSTATION 


Wayne Gretzky’s 3D Hockey ‘98 
-Hidden Teams 
In the options menu, hold the L button, and press C-right, C-left, C-left,C-right, C- 
C-left, C-Left, C-Right, C-left, C-left. If done correctly, a “1” should appear on the 

screen. You now have access to the old Minnesota, Quebec, Hartford, and Winninpeg. 


PLAYSTATION 


Colony Wars 


ega Man X4 


; : -Disable All Cheats Enter 'All cheats off as a password. 
Infinite Lives -Infinite Shields and Weapons Enter 'alexander' as a password. 
801722040002 -Level Select Enter ‘Commander Jeffer’ as a pass- 
, word. 
ay Ss form -Unlimited Primary Weapon Power _ Enter 'Tranquillex' as a password. 
Infinite Special Attacks (P1) -Unlimited Secondary Weapons Enter 'Memo X33RTY' as a password. 
800d787a1000 | ~Unlimited Shields Enter 'Hestas Retort’ as a password. 
Infinite Lives (P1) 
800d784c0005 Command and Conquer: Red Alert: 


Passwords - Allies 
Level Password 


Obal No. 1 


a Tomb Raider 2 '| ONE : 
No codes at this time 2 = PJLOC3IEW 
3 ECSNAHTU -All Weapons All Weapons 
| 4  9BFVYZAZ8 1) Sidestep left, sidestep right, | To use any of the One's 
= RE siden ale sidestep left impressive aresenal of 
6 FMNAE6U08 2) Hold the WALK button and 
innet Fiokiop Alpha 2 7  TXIQW4KQI entice fabieerda than for weapons, enter the 
reet rl er a 4 " " 
6 P > mt wards. Release the WALK password "Maxpower . 
No codes available for 9  4TNT8RJ21 ae 
US 10 FZOZY7ZQA aK i, 
hissioy sees ll X9FJZVIZI 3) Turn around three times in Level Select 
seen BES \elcoeeeaac.”. | mmeneelont 
ump backward an 
Master Code (Required) 14 OLHDAPYHL immediately press and hold the sats the See haut 
F6000914 C305 15 17LE3FDV ROLL button. Hevyfeet". 
B60C2800 0000 
Passwords - Soviets 
Infinite Energy (P1) Level Code 
160E4190 OO8F ; am 
EI ugIeY (P2) 3 XN37MCCSO Collect all 5 Sonic Tokens in a race and finish in the top three and you will then 
160E4590 O08F 4 LHO6FZZQL ee ee 
ee, Meet 5 BUVV20LFF ce off against the charac , 
160E4808 960F |  AYTQIOYAS | _Bonus Course 
: 7 LZRJTMQAN Get Ist place in the first four courses and the Radiant Emerald course will become 
Super Bar Always Full (P1) 8 YQX4C9GFH playable: 
9 1QESO8LE0 
1604194 0OSE 10 RKPOUOXJA —Duplicate Characters 
Super Bar Always Full (P 2) 1] CDLKYL7Q4 Player 2 can play as the same character as player | . The first player picks a 
160E4594 O008E 12 8T5GGDK25 - character then the second player high lights the same character. Hold X + Y + Z. 


This also works for super sonic and all hidden characters. 


13 XSCDEOKN8 


GOING POSTAL 


Letters to the Goofy Editor 


Dear friends at Game Rave, 


Congratulations on your magazine. I found it to be entertaining, enlightning, 
and down to the point. Especially your article on “How the West was Lost.” I am a lover of 
both the Playstation and the Saturn, but Sega let Sony get too much of a lead on them. I 
mean the Saturn had a good fighting chance. But our pals at S.O.A. cut their own leg off. I 
am a big fan of anime, 2D games and the almighty god, Capcom. I think the Saturn was 
built for gamefans like mysclf. 3D is okay, but it gets old after a whilc. | am also a Game 
Shark fan. Do you happen to have the codes for these games? I can’t find them anywhere. I 
even wrote the company and they couldn’t find them. 

It’s as follows: 


Playstation: Saturn: 

Mega Man X-4 Street lighter Alpha 2 

Tobal #1 X-Men: Children of the Atom 
Raystorm 


Thanks a lot guys. Keep up the good work! 


‘Thanxs’ 
Kenneth Taylor 


Dear Kenneth, 


Thank you for the compliments, we are doinc ©! that we can to make this a 
great magazine, and it’s letters like this that let us know we're doing something right. 
Your letter has some key phrases that I'd like to expand upon. 


1} “..am a big fan of anime, 2D games, and..Capcom” 


If only America realized how much this meant. The Import saturn has many 
anime based games ( Super Robot Wars, which has various anime based mechs such 
as Gunbuster, Gundam, and so forth, AayEarth, Dragonball, Sailor Moon, Blue Seed, 
and so forth], and has a special adapter card that allow CD movies on your Saturn. in 
fact, apparently, there’s now a DVD card available. 

Capcom, SNK, Data East, and Sunsoft, all of which produce quality 2D 
fighters, are in full swing with using the Ram Cartridge.Data East's Fighter's History 
Dynamite has NO LOADING time after it’s initial boot up. Many games are Ram 
necessary to run, and they are all 2D games that have incredible animations and 
moves. 

Heh, a few of the staff would agree with you on the ‘god’ part of Capcom, 


Got a letter you need to see print? Have a 
burning question? Wanna treat us to 
lunch? Rip our lungs out? Send all 
notations and comments to: 


Going Postal: 


- 


but that can only be attested to the Japanese part of the company. The US Capcom is just 
as much ta blame for some failures, such as the censored Resident Evil, and having the 
audacity to release the rumored XMert Vs SF EX which will only have ‘one on ane * fighting, 
with no tagteam [what's the EX mean? ‘EXcept tag team’ maybe...} in America. 


2} “Do you have the [Game Shark] codes?” 


Well, it took a lot of digging, but we did manage to find some codes up, with the 
help of our newly acquired code base, The Sega Sages. Check out the Sage Advice Page 
for the cades. 


3) “ | think the Saturn was built for gamefans like myself.” 
Now if only the game companies could realize that... 


Actually, your use of the phrase “GameFans.” brings up a personal side note. | 
used to be a very, VERY avid reader of Game Fan. Ever since they first reported about 
Street Fighter 3so many years ago. Hell, | even have an issue autographed by a few of the 
editors and the artist, Terry Wolfinger. But | stopped picking them up about a year or so 
back. Why? They had become like so many 3D games; all graphics. They have by far the 
coolest jayouts | have everseen, but they always seemed late, or misinformed, and so forth. 
And then there was the whole ‘Air Combat’ review problem. 

When Game Rave was still in the brainchiid steaes, The Collector brought a 


‘bunch of ‘pro’ magazines to the meeting. We sat there anc =7alized ali of them, an 


wanted to find out what not to do with Game Have. We soon r« -¢ how much Next 
Generatior’s reviews sucked, how much Ultra Game Players couldrit stick to an opinion, 
how childish and reaily jate GarmePro was, and how EGM had jumped off the deep end with 
the most biased Top 100 we had ever seen. It also seemed like a few magazines were 
trying to hard to be ‘hip’. 

The entire staff here believes in one thing. That the best way to reach the 
player is to simply be ourselves. To write as if we were standing next to you, talking in 
person. It's a formula that has so far succeded, and will hopefully continue. Sure, we'd like to 
have the graphic splendor of Gamefan, or the demo disk fram Playstation Magazine, but for 
now, we stand by the one thing that breaks us from the mold. Truth and honest reviews. 

And that's the good work we want to keep up. 


Doing what we do best, 


Jason 
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